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WARNING: READ BEFORE USING YOUR PlauStalion®2 

COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed fo certain light patterns or flashing lights. Exposure to cer- 
tain patterns or backgrounds on a television screen or while playing 
video games, including games played on the PlayStation 2 console, may 
induce an epileptic seizure in these individuals. Certain conditions may 
induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. 
IF you experience any of the follawing symptoms while playing a video 
game - dizziness, altered vision, eye or muscle twitches, loss of aware- 
ness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use and consult your physician before 
resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the con- 
troller ports or memory card slots. 


HANDLING YOUR PlayStelion 2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 

¢ Donot bend it, crush it or submerge it in liquids. 

¢ Donotleave it in direct sunlight or near a radiator or other source of heat. 

e Be sure to fake an occasional rest break during extended play. 

¢ Keep this compact disc clean. Always hold the disc by fhe edges and 
keep it in its protective case when not in use. Clean the disc with a linI- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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MEMORY CARD slot 2 
MEMORY CARD slot 1 


disc tray 
RESET button 


(OPEN) button 


USB connector — 
$400 i.LINK connector 
controller port 1 ———— 
controller port 2 —— 


S y 
Set up your PlayStation®2 computer entertainment system according to the instructions in its Instruction 
Manual. Make sure the MAIN POWER switch (located on the back of the console) is turned on. Press the 
standby/RESET button. When the power indicator lights up, press the OPEN button and the disc tray will 
open. Place the Grand Prix Challenge disc on the disc tray with the label side facing up. Press the OPEN 
button again and the disc tray will close. Attach game controllers and other peripherals, as appropriate. 
Follow on-screen instructions and refer to this manual for information on using the software. 


Insert a memory card [(8MB) [for PlayStation®2) in MEMORY CARD slot 1 if you wish to load a saved 
game or save a game. Grand Prix Challenge requires 280KB of free space on your memory card to save 
your game progress. 


Note: Never remove the memory card or turn the console power OFF when loading or saving a game. Itis 
also advised that you do not insert or remove accessories once the power is ON. Make sure there is 
enough free space on your memory card before commencing play. 


Grand Prix Challenge supports the DUALSHOCK®2 analog controller. Digital controllers are not supported. 


CONTROLS 


DUALSHOCK® 2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
uu a | R1 button 
{ - W" it [ \ 
as * 
directional 
buttons 
— A button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button button 
ANALOG mode button 1 button 
START button 


right analog stick 
(R3 button when pushed down) 


START button 


IN-GAME 


A button Cancel 


Pause 
TCS Adjust 


Pause / Menu 


@ button - - HUD ON/OFF 
% button Accept Accelerate - 
BB button - Brake - 
L7 button - Look back Look back 
L2 button Gear down - 
R1 button Change View Change View 
Re button - Gear up = 
Directional buttons Move Steer 7 
in the menus 
Up directional - Select car 
button 
Down directional - Select car 
button 
Left analog stick - - 


Use the directional buttons or left analog stick to move through the menus. 
Press the % button to confirm your selection or the & button to go back. 


Select from the six Game Modes, set Options or view the fastest laps table in Records. 


QUICK RACE 


Dive straight in to the world of F1 racing. Select from 11 Fl teams and 22 
championship drivers. 


GRAND PRIX 


Experience all the excitement of a Grand Prix weekend. 

Tune your car in the practice sessions. 

Qualify with the fastest lap time while keeping an eye on your opponents’ times. 
Make last minute adjustments during Warm-Up. 

Now you are ready to race. 


CHAMPIONSHIP 


This is what if’s all about. Drive in the full 2002 FIA Formula One World 
Championship season for the twin tiles of World Champion and World Constructor 
Champion. Practice, Qualify and Warm-Up for the main event. 


GRAND PRIX CHALLENGE 


Take on a series of challenges in exotic locales based around ever more complex 
situations faced by Grand Prix drivers. 


TIME TRIAL 


Practice makes perfect Set the fastest lap. Save and race against a fastest lap 
“Ghost Car.” Enter your initials in the high score table. 


MULTIPLAYER 


Race a friend in two player split-screen mode. 


OPTIONS 


Race Options 


Set the different race options for Quick Race, Grand Prix, Championship, Time Trial 
and Multiplayer game modes. Depending on the race mode, you can select 


¢ Race Laps 

° Car Damage 

¢ Rules* 

¢ Fuel Use* 

° Tire Wear* 

¢ Weather 

¢ Ghost Car (Time Trial Only) 
* Catch-Up (Multiplayer Only) 


*These options are not available in Quick Race mode. 
Game Options 
This menu allows you to choose: 

¢ Load Game 

¢ Speed Display: KPH 7 MPH 

¢ Braking Indicator: ON / OFF 


Controls 
You can choose from four controller configurations and toggle Vibration function 
ON / OFF. 
Audio - Video 
¢ Set the volume for the in-game Music and Sound Effects. 
¢ Sound: Stereo / Mono 
¢ Widescreen: ON / OFF 


Adjust Image 
Center the screen. 


RECORDS 


View the top five fastest laps for each of the 17 circuits that make up [he 2002 
FIA Formula One World Championship season. Ras a 


GAME MODES [Detail] 
Grand Prix Challenge features six game modes. 
QUICK RACE 


This mode allows you to play a single race. Only the first six circuits of the season 
are initially available in Quick Race. Winning races in Quick Race unlocks 


more tracks. 
The helicopter follows the race leader. 
Use it to gauge your distance from the front of the pack. 


GRAND PRIX 


Participate in a single Grand Prix weekend. Only six circuits are initially available. 
Victory in the Grand Prix mode unlocks more tracks. The mode consists of the sessions 
that make up a Grand Prix weekend: Practice, Qualifying, Warm-Up and Race. 


CHAMPIONSHIP 


In Championship mace, you will race a full season. 


Championship mode begins with the first race of the season, Melbourne. 
You must complete the races in succession to build up your championship points. 


Championship races consist of all the events of a full Grand Prix — Practice, 
Qualifying and Warm-Up, and the Race itself. 

You may skip any session to access the race directly. However, skipping the 
Qualifying session means you will start at the rear of the grid. 


A Full Championship consists of a complete 17-race season. 


The title of “FIA Formula One World Championship Driver” is awarded to the driver 
with the greatest number of points at the end of the season. 


The tite of “FIA Formula One World Championship Constructor” is awarded 
to the team with the greatest number of points. (Results from both cars in the 
team are taken into account.) 


TIME TRIAL 


Time Trial lets you learn the circuits of the 2002 season and set the fastest lap 
times. 
You have the option of pacing yourself against a fastest lap “Ghost Car”. 


The “Ghost Car” of your fastest lap can be saved onto the memory card. 


GRAND PRIX CHALLENGE 


Grand Prix Challenge presents 10 challenges grouped by a particular theme. 
These challenges increase in their level of difficulty. 

Only the first Grand Prix Challenge will be open. Successful completion will unlock 
the next challenge. 


MULTIPLAYER 


This mode allows two players to race against each other on a horizontal split - 
screen. All tracks are available to the players, who have the option of going 
through the sessions available on a race weekend: 


¢ Practice 
* Qualify 
¢ Warm-Up 


* Race 


PRE-RACE OPTIONS 


SELECT CIRCUIT 


Choose one of the 17 circuits from the 2002 FIA Formula One World 
Championship season. 


In Championship moce, the first circuit of the season, Melbourne, is automatically 
selected. Grand Prix Challenge has only the first challenge available. In Quick 
Race and Single Grand Prix modes, only the first six tracks of the season are 
open. Circuits are unlocked by winning events in these modes. 
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SELECT DIFFICULTY 


Set the difficulty of the Al racers: Easy, Medium or Hard. 


SELECT CAR 


Select from any one of the 11 teams in the 2002 FIA Formula One World 
Championship series. 


SELECT DRIVER 


Once you have selected a team, choose from either of the team’s two drivers, 22 in all. 


SELECT HANDLING 


Choose from three types of handling: Beginner, Intermediate and Expert. 
Beginner offers automatic braking, ABS and Traction Control (TCS). Intermediate 
offers no braking assistance, while Expert offers no braking assistance and the 
option of manual or automatic transmission. You can modify the amount of 
Traction Control in Intermediate and Expert Handling Modes. 


RACE WEEKEND OPTIONS 


Experience all the elements that make-up a Grand Prix Weekend. 


Car Set-Up 
Tune your car to your own specifications. 
Practice 


In Practice sessions, you prepare and test your car. You may enter the pits to 
adjust your car sel-up, either by driving in via the pit lane or by using the Pause 
menu to go there directly. 


Practice sessions last 60 minutes and finish when the time limit is up or when 
you select “End Session.” 


You can view the current Practice, Qualifying or Warm-Up times 
of the other drivers by selecting the “View Session” option while in the pits. 
The up and down directional buttons will show the other drivers in the pits 
or working on their times. Press the % button to view driver times 
and standings. 


Qualifying 

Qualifying sessions last sufficient time for 12 laps. You can enter the pits for 
adjustments, but be careful: Partial laps are counted in your total number of 
qualifying laps. Your fastest lap time is your Qualifying Time. 


Your Qualifying session ends when the lap limit is reached, when the time limit 
expires, or when you select “End Session.” 


If you skip the Qualifying session, you start last on the grid. 
Warm-Up 


Warm-Up is identical to Practice, and itis the last event before the race. Warm-Up 
allows you to adjust your car according to the weather conditions on race day. 
Warm-Up lasts 60 minutes. 


As the Warm-Up takes place on race day, weather conditions are 
similar to those that will be encountered in the race. 


Pre-Race 
Formation Lap and Strategy Selection 


During the Formation Lap you can select your Fuel Strategy (this does not apply if 
the FUEL option is OFF). Your strategy can be set for 1, 2 or 3 stops, depending 
on the length of the race. 


The Race 


Cars set off from a standing start in the grid position determined in Qualifying and 
rev up their engines as the starting lights go out one by one. You can hold dawn 
the accelerator button to rev your car while waiting for the signal. 


Keeping the revs high gives the best possible start. 


1 ¢ Position 10 ¢ Split times 


2° Current lap / Total laps 11 ¢ Gap in seconds to next racer 
3° Speed 12 ¢ Flags 

4°RPM 13 ¢ Circuit map [shows track, 

5° Gear Player, Leader & Opponents) 


14° IBS / TCS / ABS (Braking 


6 Fuel (if FUEL is ON) Bek 
ystems, 


7 ¢ Tires [if TIRE WEAR is ON) 
15 ¢ Brake indicator 
8° Fastest laps 


9 Time indicator 


PAUSE MENU 


In all game modes, the START button will bring up the Pause menu screen. 
Dependent on the game moce, you may: Continue, Restart, Adjust Audio, End the 
Session, Pit In or Quit. 


CAMERAS 


Choose one of five race views by pressing the R1 button. Select from: Chase, Far, 
Road, Driver and Airbox cameras. 


REPLAYS 


You can select to watch a replay of your race. Press the R1 button to choose the 
camera view. Pressing the L1 button while in one of the car views will show you 
the car's rear view. Turn the HUD ON and OFF by pressing the @ button. Press the 
START button to Watch Replay Again, Race Again or Quit. 


CAR SET-UP 


Adapt your car to the road and weather conditions and your own preferences. 


TIRE TYPE 

Select from Soft, Hard, Wet Weather and Intermediate tires. 
Hard: More resistant but are slower 

in bends than Soft tires. 
Soft: Give better grip but wear out faster. 
Wel: Best for racing in the rain 
. but are much slower in dry conditions. 

Intermediate: A good all-condition tire, 


useful in slightly wet conditions. 


DOWNFORCE 


Set the height of your car's front and rear wings. Find the right handling balance. 
Lowering the wings increases your speed but makes handling more difficult. 
Raising the wings improves road holding but decreases your speed. 


GEAR BOX RATIO 


A low gear ratio allows the car to accelerate rapidly. A high gear ratio has a higher 
top speed but slower acceleration. 


A low gear ratio is useful for overtaking swiftly on the more open circuits. 


SUSPENSION 


Soft Suspension improves grip, but reduces speed. Hard Suspension reduces 
grip and increases the risk of sliding. 


BRAKE BALANCE 


Setting the brake balance to the front will cause the car to understeer while setting 
the brake balance to the rear will result in the vehicle oversteering. 


TRACTION CONTROL [TCS] 


Traction control prevents the car from sliding while accelerating. You can modify 
the amount of traction control in Intermediate and Expert Handling Moces. 


Mode TcS 

Beginner: High 

Intermediate: Low / High 

Expert: OFF / Low / High 
ANTI-LOCK BRAKING SYSTEM [ABS] 


ABS prevents the car's wheels from locking while braking. ABS can be turned ON 
or OFF in Expert moce. 


DEFAULT 


Returns the car Se-Up options to the default settings. 


PIT STOPS 


F1 is a challenging event. In Grand Prix and Championship modes, you must 
consider your fuel and Pit Stop strategies. 


‘ You have a number of Pit Stop strategies prior to the start of the race. Pit Stop 
strategies depend on the number of laps raced. You receive the most appropriate 
Pit Stop strategy by default. 


Upon entering the pits, you can modify: 
° Tire type 

¢ Downforce 

° Fuel 


Any damage is automatically repaired in the pits. 


Pit Team Pressure Meters 


You can fake an active role to improve your pit time. This makes pit stops 
a pressure cooker situation, just like a real race. 


A bar will appear on the screen. This represents the amount of pressure you wish 
to put on your pit crew. The team pressure is measured from O to 100 percent. 


Pit Pressure Meter 


EES aes 


> Ascending Bar 
¢ Press and hold down the % button to make the meter rise. 
¢ The bar increases in speed as it rises. 


¢ Choose when to let go of the % button. The point at which you release the 
% button is the speed at which the Pit Time Meter begins to fall. 


¢ The longer you hold the % button down, the faster it will descend. 


Pit Time Meter 


€ Descending Bar 


¢ Hit the % button again when the falling meter enters the Goal area. 


* You will gain or lose time in the pit stop, depending on how close 
you stop the bar to the Goal target area. 


¢ The result is scaled by the amount of pressure placed on the pit crew. 
(The more pressure, the better the resulting pit.) 


If no attempt is made, a random pil stop time is awarded. You can attempt 
to improve pit time, but if you leave it alone you will not be disadvantaged. 


RULES & PENALTIES 


In Grand Prix, Championship and Multiplayer modes, you can choose 
to play with a number of official FIA rules. FIA rules ensure that drivers race fairly 
and safely. 


Disqualification and Penalty Procedure 


With the Rules set to ON, you will receive warnings for reckless driving, taking 
shortcuts, ignoring flags or driving the wrong way. A Warning or Instruction will 
appear on the screen informing you that you may receive a penalty. 


If you continue to infringe or drive recklessly, a penalty will be issued. 


Drive Through Penalty 
¢ You must enter the pits within the next three laps. 


¢ If you fail to obey the penalty, YOU WILL BE DISQUALIFIED. 


Stop / Go Penalty 

¢ You must enter the pits within the next three laps. 

¢ The car comes to a halt for a 10-second time penalty. 

* If you fail to obey the penalty, YOU WILL BE DISQUALIFIED. 
Penalties in the Last 5 Laps 


The driver does not need to visit the pits. Instead, 25 seconds is added to the 
. driver's time. The five-lap cut off point can vary depending on the length of the 
race. 


FLAGS 
Blue Flag 


You are about to be lapped. You must move aside to let the car behind pass. If 
you do not respond, you risk a penalty. 


Yellow Flag 


There is an accident on the track. You must slow down and not overtake. If you 
gain a position, you must yield. 


Green Flag 


“All clear” signal after Yellow Flag. This signal is given when the track is clear of 
cars and debris. 


Black Flag 
You have been disqualified. 
Checkered Flag 


The race is over. 


AUTOSAVE & PROGRESSION 


The game automatically saves when you finish a race in Championship moce, 
set a fastest lap on any of the circuits or successfully complete events in Quick 
Race, Single Grand Prix or Grand Prix Challenge modes. 


To Autosave game settings and progress, insert a memory card (8MB) (for 
PlayStation®2) with sufficient free space into MEMORY CARD slot 1. 


Warning: Never remove a memory card or turn 
the console power OFF when loading or saving 3 game. 


2002 TEAMS 


FERRARI Current titeholders, the famous red Ferraris are the 
dominant team, with a reliable, powerful and versatile 
car. The 2002 model features many innovations. 


MCLAREN MERCEDES Perennial frontrunners. Following a relatively 
disappointing season in 2001, the McLaren team can 
" be expected to fight back in 2002. They switched 
from Bridgestone to the new Michelin tires this year, 
and they are running a new wide bank engine. 


BMW WILLIAMS BMW WILLIAMS enjoyed resurgence in 2001 with 3 
race wins. The BMW is the currently the most powerful 
engine, and this year's car appears to be an 
evolution of the successful 2001 car. 


SAUBER PETRONAS The use of a new engine helped rocket Sauber to 4th 
place in the constructor’s standings last year. 
Pre-season testing indicates this improvement 
will continue in 2002. 


JORDAN HONDA Embroiled in a mid-field rivalry with Honda rivals BAR, 
the new Jordan appears to be a revolutionary 
chassis. 

BAR HONDA Following a disappointing 2001 season, the team 


has a new manager and expects a more competitive 
engine chassis package in 2002. 


RENAULT ELF 2002 marks the return of Renault to Fl as an 
evolution of last year’s Benetton team. Struggled 
in 2001 with power and handling problems, but 
expect the big budget to change that for 2002. 


JAGUAR RACING 


ORANGE ARROWS 


KL MINARDI 


1 


TOYOTA RACING 


2002 DRIVERS 


Michael Schumacher 
FERRARI - D 


Rubens Barrichello 
FERRARI - BR 


David Coulthard 
MCLAREN - GB 


Kimi Raikkénen 
MCLAREN - FIN 


Ralf Schumacher 
WILLIAMS - D 


Evolution in development plus a big budget is 
expected to improve the performance of Jaguar 
in 2002. 


Always fast, but suffered from a small fuel tank, 
limiting range in 2001. The hope of Ford power in 
2002 will help Arrows. 


Entering their second year under new ownership, 
stability and increased sponsorship gives Minardi 
increased optimism for 2002. 


Newcomers to F1 in 2002. The Toyota team 
reputedly has an unlimited budget, and if their 
success in rallying and endurance racing is a guide, 
expect the car to be competitive. 


Current world champion. Strong in all 
conditions, excels in the wet, and can push 
hard from start to finish. Excellent race skills. 


In last year of contract Has had success 
with Ferrari and will be keen to push his 
teammate to the limit in 2002. 


Highly rated contender for the crown in 
2002. Shows great speed and aggression, 
will hope for better reliability. 


Sensational rookie in 2001, naw looking 
to build on that success with a championship 
contending team. 


Experienced debut victory in 2001. 
Has the speed to challenge for victory, will be 
in fierce rivalry with teammate in 2002. 


10 


11 


T2 


14 


15 


16 


17 


Juan Pablo Montoya 
WILLIAMS - COL 


Nick Heidfeld 
SAUBER - D 


Felipe Massa 
SAUBER - BR 


Giancarlo Fisichella 
JORDAN-ITA 


Takuma Sato 
JORDAN-JPN 


Jacques Villeneuve 
BAR-CDN 


Olivier Panis 
BAR-F 


Jarno Trulli 
RENAULT-ITA 


Jenson Button 
RENAULT-GB 


Eddie Irvine 
JAGUAR-GB 


Pedro de la Rosa 
JAGUAR-ESP 


20 Heinz-Harald Frenizen 


ARROWS-HOL 


Showed excellent car control in 2001, 
exciting to watch. Runs hard and is willing 
to challenge any reputation. 


Talented driver with great 2001 results 
to build on this year. 


Newcomer from Brazil, with big expectations. 
Has shown good speed in pre-season testing. 


One of the fastest drivers in F1. Changing 
teams for 2002. Hopes to remain 
in the top tier of drivers. 


British Formula 3 champion. A good 
indication of his potential. Top team, top engine 
supplier, top hopes. 


Former champion struggled with unruly 
car in 2001. Will be hoping for a more solid 
performance in 2002. 


Reliable and capable performer. Former 
GP winner. Has shown glimpses of true 
potential, and like teammate, hopes for an 
improvement in 2002. 


Smooth, fast, excellent qualifier. 
Changing teams in 2002. Will be hoping for 
top five position. 


Out to rescue his reputation after a 
disappointing 2001. Former rookie sensation, 
looking for good results to cement his place 
in F1. 


Veteran driver with playboy reputation. 

Has struggled along with emerging super-team, 
and will be hoping for improved speed to show 
his talent. 


Reliable performer who outpaced team 
leader on occasion in 2001. 


Former front runner and GP winner with 
Williams, now looking for a fresh start at 
Arrows. 


21 Enrique Bernoldi 
ARROWS-BR 


22 Alex Yoong 
MINARDI-MY 


23 Mark Webber 
MINARDI-AUS 


24 Mika Salo 
TOYOTA-FIN 


25 Allan McNish 
TOYOTA-GB 


Relative newcomer in his second season 
of F1. Looking to consolidate position 
in 2002. 


Malaysia's first F1 driver. Brings much 
needed sponsorship to team. 


Served long apprenticeship in junior 
formulas and sports car racing. 
Gets his chance at the big time in 2002. 


Former F1 driver returning with new team 
in 2002. Showed excellent speed when 
substitute Ferrari driver in 1999. 


Former Sports car champion who gets his 
first shot at F1 in emerging team. 


CIRCUITS 


Australian GP 
Melbourne 


Malaysian GP 
Sepang 


Brazilian GP 
Interlagos 


San Marino GP 
Imola 


Catalunya 
Barcelona 


Austrian GP 
A1-Ring 


Monaco GP 
Monaco 


Canadian GP 
Montreal 


Situated lakeside, south of the city 
of Melbourne. The opening race of the 
championship season. 


Technically tricky. A fast, twisting 
course that requires compromise 
between speed and handling. 


Combines fast and slow sections 
with long straights. Fairly bumpy. 


Lots of chicanes that need to be 
attacked to get quick lap times. Long 
straights mean low drag. 


Technical circuit requiring a 
balanced car set-up. Commonly used for 
pre-season testing. 


Set in the mountains. Fairly 
undulating with generally high- speed 
flowing bends. 


Classic street circuit. High 
downforce, short gears, overtaking 
extremely hazardous. 


High-speed road circuit set on an 
island. High-speed sections linked with 
tight switchbacks. 


9 European GP Many corner combinations that require a 


Ndrburgring — car set-up suited for road handling. 
10 British GP Former super-fast airfield track, 
Silverstone C&S now combining a switchback series of 
corners requiring good technique. 
11 French GP Featuring long sweeping turns with 
Magny-Cours SS light chicanes and combinations of 
corners that copy sections of other 
circuits. 


T2 German GP 
Hockenheim 


Redesigned circuit with medium 
speed corners. 


r 


13 Hungarian GP 
Hungaroring 


Tight twisting course. Short lap with 
lots of directional changes. 


v4 


A favorite amongst drivers. Many 
challenging corners and super-fast 


14 Belgian GP 
Spa-Francorchamps 


4) 


directional changes. 
15 Italian GP High-speed arena in the grand 
Monza — tradition. A couple of serious braking 


tests entering the chicanes. 


16 United States GP Part of the famous speed oval, with 


A, 


Indianapolis a light flat road section. 
17 Japanese GP Highly technical. Another favorite 
Suzuka We among drivers, offering them good 


challenges. Often the scene of 
championship deciders. 
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INFOGRAMES WEB SITES 


To get the most out of your new game, visit us at: 


hitp://www.us.infogrames.com 


To send e-cards to your friends, download wallpapers, or get access to other 
free stuff, visit our Freebies section at: 


www.us.infogrames.com/freebies 


IF you would like to chat with other gamers, as well as developers, visit our 
Community Forum area at: 


www.ina-communily.com 


Kids, check with your parent or guardian before visiting any web site. 


Chat Messages: Infogrames does not monitor, control, endorse, or accept responsibility for the content 
of chat messages. You are strongly encouraged not to give out identity or other personal information 
through chat message transmissions. Kids, check with your parent or guardian if you are concerned 
about any chat you receive. 


Use of Infogrames web sites is subject to terms and conditions, which you can | 
access al: 


www.us.infogrames.com/terms_of_service.asp 


TECHNICAL SUPPORT (U.S. & Canada] 


Help Via the Internet 


Up-to-the-minute technical information about Infogrames Interactive products is generally 
available 24 hours a day, 7 days a week via the Internet at: 


hitp://www.ina-suppork.com 


Through this site you'll have access to our FAQ (Frequently Asked Questions) documents, 
our Hints/Cheat Codes if they're available, and an E-Mail area where you can get help and 
ask questions if you do not find your answers within the FAQ. 


Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc via 
E-mail, we may require verifiable consent from a parent or guardian in order to protect chil- 
dren's privacy and safety online. Consent Forms are available at the web site listed above. 


Help Via Telephone/Fax or Mail in the United States & Canada 


For phone assistance, call Infogrames Interactive Tech Support at (425) 951-7108. Our 
Interactive Voice Response and Faxback system is generally available 24/7, providing 
automated support and allowing FAQ documents to be faxed to you immediately. 


This console-based product has automated support, which includes information such as 
gameplay tips, information on Control Keys, possible Cheat Code combination keys, and 
instructions for finding secret screens and/or additional game levels (if these type of items 
exist and are made available for this particular product). 


Great News! We’ve improved our Automated Systems so that you can get product-specific 
Troubleshooting help more quickly. All you need to do is enter the product's Part # when 
prompted to do so. This will take you directly to all of our known issues and solutions for 
this tite. The product's Part # is located in several places (on the CD label, Game Pak, pack- 
age and/or plastic disc case, if applicable) and is usually identified by a number such as 
04-12345. When prompted by the Automated System, enter the last five digits of your prod- 
ucl’s Part #. (For example, Part # 04-12345 would require that you enter the "12345" por- 
tion of the number for that product.) Note: Some products simply feature a five-digit Part # 
without an "04-" prefix. 


Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM (Pacific 
Time]. Note: We may be closed on major holidays. 


You may also fax in your Technical Support questions or problems to: [425] 806-0480, or 
write to the address below. 


Product Return Procedures in the United States & Canada 
In the event our technicians at [425] 951-7108 determine that you need to forward materi- 
als directly to us, please include a brief letter explaining what is enclosed and why. Make 
sure you include the Return Merchandise Authorization Number [RMA#] supplied to you by 
the technician, and your telephone number in case we need to call you. Any materials not 
containing this RMA# will be returned to you unprocessed. Send your materials to the fol- 
lowing address: | 
Infogrames Interactive, Inc. | 
Altn: TS/CS Dept. 
13110 NE 177th Place 
Suite # B 101, Box 180 | 
Woodinville, WA 98072-9965 


RMA #: 


END-USER LICENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the 
rights and restrictions described in this End-User License Agreement (“EULA”). 


AGREEMENT eae = ~~ _ 

This document is an agreement between you and Infogrames, Inc. and its affiliated companies (“Company”). The 
enclosed software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed materials are 
licensed to you only on the condition that you accept all of the terms contained in this EULA. 


By opening this package and installing or otherwise using the Software you agree to be bound by the terms of this 
EULA. If you do not agree to the terms of this EULA you may not install or use the Software and within 15 days of pur- 
chase you must call the Tech Support telephone number listed in the manual accompanying the Software (the 
“Manual”). Select the Automated Phone System's Main Menu option for Consumer Services and follow the prompts. 


You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 days from 
the date of this contact to return the Software in its protective covering, the Manual and the original sales invoice to 
the address supplied to you. 


If this is a PC product, when you install the Software you will be asked to review and either accept or not accept the 
terms of the EULA by clicking the “| Accept” button. By clicking the "I Accept” button you acknowledge that you have 
read the EULA, understand it and agree to be bound by its terms and conditions. 


COPYRIGHT 


The Software is protected by copyright laws and international copyright treaties, as well as other 
intellectual property laws and treaties. All title and copyrights in and to the Software (including but not limited to any 
images, photographs, animations, video, music, text and “applets” incorporated into the Software) and any printed 
materials accompanying the Software are owned by the Company or its Licensors, 


GRANT OF LICENSE 


The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you a limited, 
personal, non-exclusive license to use the Software in the manner described in the user documentation. The Company 
reserves all rights not expressly granted to you in this EULA. 


PERMITTED USES 
1. If the Software is configured for loading on a hard drive, you may install and use the Software on a 
single computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the original 
and copy of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all of the 
Software (including all component parts, the media and printed materials and any upgrades) and the recipient reads 
and accepts this EULA. 


RESTRICTIONS 

1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or accompany- 
ing printed materials. 

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 


3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works based 
on the Software (except to the extent expressly permitted in the Editor and End-User Variation section of this Agreement 
or other documentation accompanying the Software) or otherwise commercially exploit the Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to another or over a 
network. 


5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original copy 
in the event it's destroyed or becomes defective. 


EDITOR AND END-USER VARIATIONS 


f the Software includes a feature that allows you to modify the Software or to construct new variations (an “Editor’), 
you may use such Editor to create modifications or enhancements to the Software, including the construction of new 
evels (collectively the “Variations”), subject to the following restrictions. Your Variations: (i) must only work with the 
full, registered copy of the Software; (ii) must not contain modifications to any executable file; (iii) must not contain 
any libelous, defamatory or other illegal material, material that is scandalous or invades the rights of privacy or pub- 
icity of any third party; (iv) must not contain any trademarks, copyright-protected work or other property of third par- 
ties; and (v) may not be commercially exploited by you, including but not limited to making such Variations available 
for sale or as part of a pay-per-play or timesharing service. 


TERMINATION 


This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This 
EULA will terminate automatically without notice from the Company if you fail to comply with any provisions of this 
EULA. All provisions of this EULA as to warranties, limitation of liability, remedies and damages will survive termina- 
tion. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 


You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The Software 
and media are supplied “AS IS." Unless otherwise provided by applicable law, the Company warrants to the original 
purchaser of this product that the Software storage medium will be free from defects in materials and workmanship 
under normal use for ninety (90) days from the date of purchase. The warranty is void if the defect has arisen through 
accident, abuse, neglect or misapplication. If the Software fails to conform to this warranty, you may at your sole and 
exclusive remedy, obtain a replacement free of charge if you return the defective Software. Follow the Product Return 
Procedures described in the Manual. The Company does not warrant that the Software or its operations or functions 
will meet your requirements, or that the use of the Software will be without interruption or error. 


TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WAR- 
RANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, 
INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FIT- 
NESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WAR- 
RANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REP- 
RESENTATION REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF 
ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDIC- 
TIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE 
ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 


LIMITATION OF LIABILITY 


IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCI- 
DENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHAT- 
SOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY, 
FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF 
PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELAT- 
ED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED 
REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSE- 
QUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE SOFT- 
WARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 


CHOICE OF LAW AND VENUE 


This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its conflicts 
of law provisions. The exclusive venue for litigation regarding or arising from this EULA is New York County, New 
York and you agree to submit to the Jurisdiction of the courts of New York County, New York for any such litigation. 


MISCELLANEOUS 


If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will be sev- 
ered from and in no way affect the validity or enforceability of the remaining provisions of the EULA. 


This EULA constitutes the entire agreement between you and the Company regarding the Software and its use 
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